BARBARIAN PRIMAL PATHS 
PATH OF THE BATTLETRANCER 


It is a fact well acknowledged that magical mastery is a trait 
of the elves. Their kind can create the most powerful 
enchantments in the worlds of D&D, and are renouned for 
their ability to twist magic for any situation. In truly epic 
cases, they create Mythals, magical devices that cannot be 
dispelled and that enchant massive areas. 

Not every elven mage is a Wizard, however, just as not 
every Barbarian is a creature of mindless aggression. 

On at least one world — Waypoint of the Waypoint-Earth 
setting — a number of arcane traditions evolved among the 
elves concurrently. The most enchanting and well know of 
these traditions is that of Bladesinging, akin to the 
Bladesingers of the Forgotten Realms setting. Evolving 
alongside the Bladesinger, however, was another of equal 
importance: the Battletrancer. 

Where a Bladesinger channels their magical power 
outward, empowering their blade and enchanting their 
opponents, a Battletrancer channels this energy inward. 
Where a Bladesinger can crush enemy spells and evoke 
devestating attacks, a Battletrancer strengthens their ability 
to heal and shrug off damage, increases the raw force behind 
their attacks, and seeks out their enemies’ weakest points 
with a thought. 

While not every Barbarian who follows this path is a true 
mage. Some are just warriors of keen mind and stout heart. 
However, if you are a true Battletrancer, you likely have some 
quirk that belies the arcane nature of your trance. The table 
below has some ideas. 


BATTLETRANCER QUIRKS 
d6 Quirk 


1 Your eyes glow with otherworldly light while you are in 
your Battletrance. 


2 Wisps of smoke, steam, or another substance trail 
behind your weapon attacks while you are in your 
Battletrance, 


3 Your movements appear to stretch and blur while you 
are in your Battletrance, as though reality can't track 
your motions. 


4 When your weapon strikes armour or steel during your 
Battletrance, the sparks that fly are of a strange, arcane 
color, such as purple or blue. 


5 While Battletrancing, the blood you spill from your 
Spe Ones glows, freezes, evaporates, or otherwise 
behaves oddly. 


6 Wile Battletrancing, you become slightly incorporeal 
— nonmagical weapons seem to pass right through 
you. 


PATH OF THE BATTLETRANCER FEATURES 


Barbarian Level Features 
3rd Battletrance 
6th Razor Focus 
10th Impossible Durability 
14th Body Mastery 
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BATTLETRANCE 

Beginning when you reach third level, your ice cold anger 
allows you to maintain some mental clarity when you enter 
your rage. Elven tradition dictates that this focused anger is 
called a Battletrance. Your rage gains the following 
modifications: 


e You may apply your bonus Rage damage to melee attacks 
that use Strength or Dexterity. 

e You may cast cantrips that have a range of 15 feet or less 
that use Intelligence as your spellcasting ability. This does 
not give you the ability to concentrate on cantrips, 
however. 

e Anumber of times per long rest equal to your Intelligence 
modifier, you may use a bonus action on your turn while 
raging to analyze the defenses of one creature within five 
feet of you, picking out its weaknesses and exploiting 
them. You then gain advantage on your next attack roll 
against that creature before the start of your next turn. 


RAZOR FOCUS 
As you improve your trance state, you become better at 
isolating your mind from adverse effects. 
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Beginning at sixth level, while you are Battletrancing, you 
cannot be charmed or frightened. If you are charmed or 
frightened when you enter your Battletrance, the effect is 
suspended for the duration. 


IMPOSSIBLE DURABILITY 

Beginning at tenth level, you learn to isolate your mind from 
pain while you are in your trance state. When you enter your 
rage on your turn, you gain temporary hit points equal to your 
Barbarian level. 


Bopy MASTERY 

At 14th level, you have complete control of your body while 
you are in Battletrance, and can strike with incredible 
accuracy. While raging, you may choose to make one or more 
attacks on your turn without adding your proficiency bonus to 
the attack roll. Each time an attack that doesn't use your 
proficiency bonus hits, you gain a bonus to that attack's 
damage roll equal to your proficiency bonus. 


PATH OF THE PREDATOR 


Predator Barbarians are those that understand the 
importance of stalking and surprise. Surpassed in wild 
comfort only by Rangers, Predators can follow prey for days 
and destroy them in moments when they finally choose to 
strike. 


PATH OF THE PREDATOR FEATURES 


Barbarian Level Features 
3rd Stalker 
6th Senses of the Hunter 
10th Terrifying Ambush 
14th Predatorial Speed 


STALKER 
Beginning at third level, you are a master of stealth who can 


bide their time indefinitely while waiting for the perfect 
moment to strike. 
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You have advantage on checks made to hide. 
In addition, if you attack after having been hidden, you gain 
advantage on all melee attack rolls you make that turn. 


SENSES OF THE HUNTER 

Beginning at sixth level, you can move stealthily at a normal 
pace, and you can track creatures while moving at a fast 
pace. 


TERRIFYING AMBUSH 

Beginning at tenth level, the combination of your ferocious 
attacks and your skills with stealth unsettle even the most 
battle hardened of your opponents. 

When you take the attack action immediately after having 
been hidden, you may sacrifice one of your attacks to attempt 
to intimidate the target. Make a Charisma (Intimidation) 
check with advantage contested by the target’s normal 
Wisdom (Insight) check. If your check succeeds, the target is 
frightened until the end of your next turn. If your check fails, 
the target can’t be frightened by you in this way for 1 hour. 

This intimidation must target the creature that you are 
attacking with your other attack as part of the attack action. 


PREDATORIAL SPEED 

Beginning at fourteenth level, your speed increases to match 
that of the stealthy predators that you emulate, making you a 
very difficult target to pin down. 

Your base movement speed increases by five feet. 

In addition, while wearing armour that allows you to add 
some portion of your Dexterity Modifier to your AC or using 
your Unarmored Defense feature, you add an extra +1 to your 
Armour Class. 


PATH OF THE RAGECASTER 


All Barbarian rages are magical in some regard. A raging 
Barbarian gains supernatural speed, strength, and agility, and 
some can channel primal storms, divine energy, or spirit 
magic. This, alongside Bards and Sorcerers, is proof of the 
magical nature of emotion. 

Some Barbarians, however, press a step further. Their 
rage, white hot and burning, can sunder the meaning of 
reality and redefine the world around them. These 
Barbarians are known as Ragecasters. Though they are often 
grouped with Eldritch Knights and Paladins, they are actually 
most closely related to tragedy obsessed Bards and 
Battlemagic Origin Sorcerers. 


PATH OF THE RAGECASTER FEATURES 


Barbarian Level Features 
3rd Spellcasting 
6th Supernatural Strike 
10th Empowered Strike 
14th Furious Recovery 


SPELLCASTING 

At third level, your passion enables you to cast spells. 
Cantrips. At third level, you know the Primal Savagery 

cantrip and 1 additional cantrip of choice, and you learn one 

additional cantrip of your choice at tenth level. 


RAGECASTER SPELLCASTING 
Level Spells Known 
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Spell Slots. The Ragecaster Spellcasting table shows how 
many spell slots you have to cast your spells of first level and 
higher. To cast one of these spells, you must expend a slot of 
the spell's level or higher. You regain all expended spell slots 
when you finish a long rest. 

For example, if you know the first level spell Expeditious 
Retreat and have a first level and a second level spell slot 
available, you can cast Expeditious Retreat using either spell 
slot. 

Spells Known of first level and higher. At third level, you 
know four spells of your choice from this subclass’ spell list. 
You learn additional Ragecaster spells at certain levels, as 
shown in the Ragecaster Spellcasting table. For example, 
when you reach seventh level in this class, you can learn a 
new spell of first or second level. 


Whenever you gain a level in this class, you can replace one 
of the Ragecaster spells you know with another spell of your 
choice from the Ragecaster spell list. 

Spellcasting Ability. Because your magical ability stems 
from the depth and power of your emotion, your spellcasting 
ability is Charisma. You use your Charisma modifier when 
making an attack roll for a spell you cast, as well as when 
setting the save DC for one. 


Spellcasting attack modifier = your Charisma modifier + 
your proficiency bonus 
Spell save DC = 8 + your Charisma modifier + your 
proficiency bonus 


Ritual Casting. You may cast any Ragecaster spell you know 
as a ritual if that spell has the ritual tag. 

Spellcasting Focus. You can use a melee weapon as a 
spellcasting focus for your Ragecaster spells. 

Spellcasting Restriction. Because raging fundamentally 
alters your mental capabilities, your spellcasting capabilities 
come with certain unique restrictions: 


e You gain the ability to cast and concentrate on spells while 
raging, but may only do so if the spells in question come 
from this subclass' spell list. Attempting to cast a spell 
from a different spell list fails, expends the spell slot, and 
immediately ends your rage (DM's discretion). 

e You may only concentrate on a spell if the target of the 
spell remains within 5 feet of you for the duration, with 
the spell ending as soon as the target is further than five 
feet away. If the target is a ranged weapon, the spell ends 
as soon as you finish making a ranged attack with it. 

e When you are raging and cast a spell that deals damage, 
that spell benefits from your bonus rage damage, and you 
take 2d4 damage of the spell's damage type. 


SUPERNATURAL STRIKE 
Starting at sixth level, you learn to harness the magic fueled 
by your rage to enhance your weapon attacks. As a bonus 
action on your turn, you may expend a spell slot of first level 
or higher. When you do so, you gain a bonus to melee weapon 
attack rolls equal to the level of the spell slot expended until 
the start of your next turn. 

In addition, the damage of your weapon attacks is magical 
until the start of your next turn. 


RAGECASTER SPELL 1st LEVEL 
LIST Absorb Elements 
CANTRIPS (0 LEVEL) Catapult 


Blade Ward 
Booming Blade 
Green-Flame Blade 
Lightning Lure 
Primal Savagery 
Sword Burst 
Shocking Grasp 
Thaumaturgy 
Thunderclap 

True Strike 


Compelled Duel 
Ensnaring Strike 
Expeditious Retreat 
Feather Fall 
Heroism 

Hunter's Mark 
Jump 

Longstrider 

Mage Armour 
Shield 


Thunderous Smite See Invisibility 

Thunderwave Spider Climb 

Wrathful Smite 

Zephyr Strike 3RD LEVEL 
Blinding Smite 

2ND LEVEL Counterspell 

Barkskin Elemental Weapon 

Blur Fear 

Branding Smite Fly 

Darkvision Haste 

Magic Weapon Thunder Step 

Misty Step 


Pass Without Trace 


The Huntsman's Expanded Subclasses 


Barbarian Primal Paths 


EMPOWERED STRIKE 

Starting at tenth level, when you use your Supernatural 
Strike feature, you also gain a bonus to damage rolls equal to 
the level of the expended spell slot. 


FURIOUS RECOVERY 

Starting at fourteenth level, when you enter your rage on your 
turn, you regain your lowest level expended spell slot. Once 
you have regained spell slots with a total level equal to or 
greater than your Charisma modifier in this way, you must 
finish a long rest before you may do so again. 


PATH OF THE TOTEM WARRIOR 


The following additional options are available for the PHB 
Totem Warrior Primal Path. 


TOTEM SPIRIT 
These options are available to you when you choose a totem 
animal at third level. 

Spider. You gain a spider-like ability to sense impending 
danger and take evasive action. You may use your reaction to 
add your Dexterity modifier to your AC against a single attack 
each turn. 


ASPECT OF THE BEAST 
These options are available to you when you choose a totem 
animal at sixth level. 

Spider. You gain the ability to maneuver much like a spider, 
attacking from unexpected quarters. When you enter your 
rage, you immediately cast the spell Spider Climb as a free 
action, and are considered to be concentrating on it for the 
duration. 


TOTEMIC ATTUNEMENT 
These options are available to you when you choose a totem 
animal at fourteenth level. 

Spider. Once on each of your turns, when you deal damage 
to a creature with a melee weapon attack, you can cause that 
attack to deal an additional 2d4 poison damage. 


PATH OF THE TYRANT 


Not all Barbarians hail from exotic jungle tribes or mountain 


villages. In fact, sometimes Barbarians are found even among 
the elite of civilized society. 

These Barbarians are called Tyrants. Through cunning, 
cruelty, and raw displays of political strength, these 
individuals inflict their will on all those who cross their path 
— and brutally punish those who refuse to bow before them. 


PATH OF THE TYRANT FEATURES 


Barbarian Level Features 
3rd Cruel Heart 
6th Forceful Command 
10th Draconian Retaliation 
14th Dreadlord 
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CRUEL HEART 

Starting at third level, whenever you attack a creature that 
has not yet dealt damage to you or that hasn't attacked a 
friendly creature since the end of your previous turn, your 
Rage Bonus Damage is doubled. 


FORCEFUL COMMAND 

Starting at sixth level, when you first enter rage, you may 
designate one hostile creature. Friendly creatures gain a 
bonus to damage rolls against the chosen creature equal to 
your Rage Bonus Damage for the duration of your rage, or 
until that creature is dead or unconscious. 


DRACONIAN RETALIATION 

Starting at tenth level, whenever you are raging and a 
creature deals damage to you that is equal to or greater than 
your Barbarian level, you have advantage on attack rolls you 
make until the end of your next turn. For that duration, your 
weapon attacks deal a critical hit on a die roll of nineteen or 
twenty. 


DREADLORD 
Starting at fourteenth level, all hostile creatures within thirty 
feet of you that can see or hear you have disadvantage on 
saving throws against being frightened. 

In addition, whenever you take the attack action on your 
turn, you may make a single additional attack as a bonus 
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SHAMELESS PLUGS 


First of all, thank you for buying this bundle! I know that 
$1.00 doesn't seem like much, but if this gets downloaded 
one hundred times, it will be enough for me to get myself the 
Dungeon Master's Guide. 

However, I know that sometimes even a commitment of 
$1.00 can seem like a lot. So, going forward, if you would like 
to help me out without breaking out your wallet, here are 
some ideas: 

Artists. Finding public domain fantasy art is really hard, 
and most of it seems to end up being ancient and rather 
creepy — not quite appropriate for Dungeons and Dragons. If 
you produce art, I would love to feature your work in my 
documents! I would, of course, be willing to compensate you 
with complimentary copies of future products, credits, and 
links to your websites, if applicable. 


CREDITS 


Unless otherwise noted, all art in this supplement came 
from the Dungeon Master's Guild Creator Resource Art 
packs. I believe I used art from the Adventurers, Eberron 
Heroes and Villains, Celestials, and Demons packs, though I 
may be forgetting something from a different download. 

Socialites. | know it seems silly, but share links to my stuff 
on your social media! Even if you don't want to spend money, 
I have plenty of free things for you to put out there, and it 
would help me immensely for you to do so. 

Reviewers. The best thing any of you can do is review my 
mechanics! If you like something but think it's underpowered, 
if your player comes to you with something of mine and it's 
way broken, or if you just can't stand the way I'm wording 
something, let me know in the survey that is linked in the 
preface. Every bit of feedback helps me balance and refine 
my mechanics, and helps me create ideas for my future 
projects. 

Again, thank you so much for your support, and remember, 
enjoy your hunt. 


The subclasses presented in this document draw significant inspiration from Marvel Comics, DC Comics, Assassin's Creed, 
Warhammer 40k, and several other preexisting fictional works. This is in no way meant to be an infringement upon copyrighted 
works; rather, it is my way of paying tribute to the stories I have loved. 

This document was formatted using the Homebrewery. I highly recommend it. It takes some getting used to, but once you figure 


it out, it is quite simple to use. 


The cover art for this file was taken from Character Stock Art II by Arcana games. According to the product description, this art 
was released into the public domain by Kevin Crawford of Sine Nomine Publishing. 

DUNGEONS & DRAGONS, D&D, Wizards of the Coast, Forgotten Realms, the dragon ampersand, Player’s Handbook, Monster 
Manual, Dungeon Master’s Guide, D&D Adventurers League, all other Wizards of the Coast product names, and their respective 
logos are trademarks of Wizards of the Coast in the USA and other countries. All characters and their distinctive likenesses are 
property of Wizards of the Coast. This material is protected under the copyright laws of the United States of America. Any 
reproduction or unauthorized use of the material or artwork contained herein is prohibited without the express written permission 


of Wizards of the Coast. 


©2016 Wizards of the Coast LLC, PO Box 707, Renton, WA 98057-0707, USA. Manufactured by Hasbro SA, Rue Emile- 
Boéchat 31, 2800 Delémont, CH. Represented by Hasbro Europe, 4 The Square, Stockley Park, Uxbridge, Middlesex, UB11 1ET, 


UK. 


